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Once every millennium, when the sun aligns with the 
moon, the Evil One sends to Earth his only son — the 
Warlock — to gather six ancient druid runestones scattered 
through time and across the continents. When all six are 
assembled, they wield the ultimate power — the power to 
unravel creation! You — the Hero — are a modern druid 
warrior, charged with preventing the Warlock from assem- 
bling the runestones, and with restoring the light of day to 
the mortal world. You must use the powers inherifed from. 
your druid ancestors to find all six runestones before the 
Warlock, or the world will forever dwell in darkness. Proceed 
with caution, for the Warlock will do all within his power to. 
impede your progress. Be ready to meet ghastly ghouls and 
demons for which thou hast no preparation... Good Luck! 
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2. Insert the WARLOCK" 


BEFORE YOU BEGIN YOUR Quest 
LOADING: * 


1. Make sure the power switch is 
OFF 


Game Pak as described in 


3. Turn the power switch ON. 


When the WARLOCK" title screen appears, you 
will see two choices, BEGIN and PREPARATIONS. 
Press UP or DOWN on the CONTROL PAD to 
highlight your choice, If no option is chosen, the 
WARLOCK" story scrolls. To start a game right 
away, press the START BUTTON when BEGIN is 
highlighted. 


То set game play options, use the CONTROL PAD 
to highlight the PREPARATIONS option, then 
press the START BUTTON. You will then come to 
а screen with the four game play options. To 
select a particular option, press UP or DOWN on 
the CONTROL РАО to move the orb cursor next 
to the. para you you wish to T then press ue 
UT. t 


MUSIC: Choose whether you wish to play with 
music On or Off, 


STEREO: Choose whether you wish to have stereo 
sound On or Off. 


CONTROLS: Choose your desired controller configu- 
ration from among four settings. Press UP or 
DOWN on tlie CONTROL PAD to scroll through to 
the desired configuration. Press the START BUTTON 
to exit this option and return to the options screen, 


PASSWORD: At the end of some levels, the Book will 
give you a five letter password, sallowing you to 
resume play at the beginning of the next level 
without having to return to the very beginning of 
the game. After selecting PASSWORD, the screen 
will read “INSCRIBE YE PASSWORD”. 3 
То enter a password, press LEFT or RIGHT on the 
CONTROL PAD until the desired letter is displayed, 
then press the A, B, X or Y BUTTON to enter it. 
Repeat this procedure until the desired password is 
complete. When a correct password is entered, the 
words “AND YE SHALL PASS" will appear at the 
bottom of the screen. Press the START BUTTON to 
begin playing at the level associated with the 
entered password. 


Ifno Password has been set and you are satisfied with 
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You — the Hero — are a modern druid warrior, pos- 
sessed of all the tools and magic powers needed to 
traverse the worlds and defeat the Warlock. Your 
objective: to gather all six sacred runestones before 
the Warlock, and ultimately defeat him. Travel 
through time via portals. The portals will not open 
at the end of the level unless you have found the 
runestone needed to continue to the next level. 


Health Spell Window Spell Count 


The information bar at the top of the screen dis- 
plays the runestones which you have collected, 
what your health is, and which spells are being 
held. The face in the middle deterioratesas the 
hero's health withers. When the face becomes а 
skull, you will die. When a healing spell is cast, the 
face is partially restored. When a revival spell is 
cast, the face restores completely. Next to the face 
is the spell window, which may be changed by 
pressing the LEFT or RIGHT TRIGGER buttons. The 
spell that appears in that window is the spell that 
will be cast when you press the spell casting but- 
ton. Just to the right of the spell window is the 
spell count, which indicates the quantity of any 
particular type of spell being carried. 


The information bar starts with six empty slots 
across its length. These slots fill with runestones as 
they are collected. 


The Book screen appears at certain points in the 
game to warn of danger to come, or to give 
a password. 
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CONTROLLING THE HERO. 
*  @efault Settings) 


Cast a Spell 


Run D 
Press LEFT or RIGHT on the CONTROL PAD. 
Kneel 
Press DOWN on the CONTROL PAD. 
Magic Blast е 
Press the А BUTTON. Hold UP on the CONTROL PAD and 
ress the A BUTTON to fire up diagonally. When in the air, 
hold DOWN on the CONTROL PAD and press the A BUTTON 
to fire down diagonally. 
Jump 
Press the B BUTTON. 
Drop and Roll 
Press the B BUTTON while holding DOWN on the CONTROL 
PAD or, while running, hold DOWN diagonally. 
Cast a Spell 
Press the LEFT or RIGHT TRIGGER buttons to put the 
desired spell into the spell window. Press the X BUTTON to 
cast the spell. 
Controlling The Orb 
The Orb allows the Hero to attack enemies that are too high 
or low to be hit By a magic blast, or to. up spells from а 
distance, To use the Orb, hold the Y BUTTON and press any 
_ direction on the CONTROL PAD. Each direction has a specif- 


LEVIÇATION скузфиг 
Simply by coming into contact witha = 
* blue levitation crystal, you will gain 
the temporary power to levitate. | 
Repeatedly pressing the jump button | 
helps increase the height. 


You may collect certain spells for use at the appropri- 
ate moment by kneeling while standing over the 
spell, or rolling into it. You may also collect spells by 
directing your orb into them. Up to 9 spells of any 
particular kind may be carried. The spell window in 
í the status bar shows the current spell. You may bring 
| spells into the window by pressing the LEFT or 
RIGHT TRIGGER buttons, and cast the current spell 
by pressing the X BUTTON. As spells are cast they are 
deducted from the Hero's inventory. 
PLEASE NOTE: ‘There are seven types of spells which you can pick up 
during your quest. The name and description of each spell is provided 
Е below. The picture to the left represents the spell as seen during the 
| pon hie picture to the right is the icon that you will sce on the sta- 


SIKRE рога . 
Hidden in the Wizard's Castle, and in 
the mountainous regions, are pots of 
liquid fire. These temporarily give the 
blaster twice its usual power. These 
may be picked up by kneeling while 
standing over them, rolling into them, 
or directing the orb into them. 


WEUR SMERT BOWS 
(Brown skull) 
Destroys living creatures such as 
the giant tarantula, elves, and bats. 


B | 
STRONG UN | PROTECTION 
SMART BOWS (а А | * (Orbiting Prisms) 
` (Glass Energy Globe) д | A rare spell. When cast, му 
Destroys both living and undead - | causes prisms to orbit the Hero, 


undead horseman, the dragon, and the Warlock slow enemies. The prisms are depleted as 
himself, are very powerful and, hence, they collide with enemies. 
very difficult to destroy. | . 


TREMOR 
(The Staff) СА 


| 
| When cast, causes the Ww 


creatures. However, certain creatures, such asthe | | . affording you some protection from small, 
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NEULIVG e 
(Bubbling Vial) 1 


га Т > earth to tremor. Often used to shake loose B 
Partially restores health hidden levitation crystals, loose stone-work, or 
when cast. " other elements of the local geography. 
se с Е аба 4 TIME KEVERSUL 
REVIVUL SPELL l S Ad 
(Glowing blue energy) ~ | ) гона : » 
Reatores health completely N | Casting this spell will send 


you back in time to the loca- 
tion where it was found. This spell 15 по 
collectible with the orb, but if you die with a 
Revival spell in the inventory then you will be 
the spot where the spell was collected. 
hi is spell expires when you go to a 
z d nis 


when cast. If you die with a 
Revival spell in your inventory, 
the spell automatically revives you 
at the last checkpoint. 


new суу 
Your quest begins in a quiet New England town, 
complete with a quaint covered bridge and an old" 
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library. It is in 
the library that 
you will find the 
first runestone— 
but first you 
must conquer 
the evil undead 
that the dual 
eclipse has día. qui. 
unleashed. They must be destroyed, but beware! 
Destroying the undead once is not enough. Should 
you master these minions, you will soon come face 
to face with your foe—the Warlock himself! His 
powers are many and his evil supreme. You will 
need all the magic you can muster to keep the 
Warlock from collecting the first runestone. — | 


THE cuv enn BELOW «ре LURE 
The quest has led you to the Castle of the Wizard, 


„Бий before you can reach it, you must brave the 


enchanted grounds that surround it. You find 
yourself in a dank cavern deep below a festering 
lake. The cavern 


is alive with x ГЕЕГКЕКЕ! 
deadly dripping | : 2 


ooze and fierce | 
dragon-like Е 
creatures that 
breathe scorch- 

a 


ing fire. It is 
here that a sec- 
ond runestone 
awaits, if you are able to fend off the bats, slime 
monsters, and giant tarantulas that are ready to 
feast on you. 
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u GRIM GARDEN 

The night is cold and a driving rain pours down. 
Nearing the castle after escaping the cavern with 
the second runestone, you find yourself in a vast 
garden filled with once-elegant statues of griffins, « 
gargoyles and 
renowned 
archers. When 
the Warlock sud- 
denly appears, z 
the statue$ come MSIE TIE WIZUKOS CUSTLE 
to life! The ani- Once inside the enormous castle, the quest for the 
mated alabasters third runestone begins in earnest. There are many 
are not easily dangers to overcome inside these chilly walls of 


f í defeated, as the stone, and in the eerie sewers beneath them. This 
Warlock tries to reach the runestones in the castle will be your tomb unless you are able to 
Wizard's castle before you. You will have to search overcome such terrors as walking suits of armor, 


for a way to best the brittle battlers in order to 20... demon ghosts, swinging ax blades and sinister 
pools of deadly ooze. Your host is eager for your 
end, as is your nemesis, the dreadful Warlock. 


You may Бе able 
to find the third 
runestone, but 
‘will you triumph 
overtheevil — * 
orbs, menacing 
MA E á hooded figures 

EALE es cct. and hellish fur- 

Gad dd dud dad d aces ong 
enough to face 

the Wizard and the Warlock? If you have a prayer of 
finding the fourth runestone, you must overcome 
these ghoulish obstacles! 


CHE CEMETERY 
You've proven yourself a worthy successor to those 
ancient druids who came before you. Now, however, 
you walk among 
the uneasy ances- Гаа 
tors of the " 1 
damned. Frightful =, 
warriors come i 
back to life to fight 

e 


once again— 

against you! | E f = 
Horsemen and vul- j y yy So I SG LT о 
tures compete to 

finish you off before the Warlock himself can! Yet you 
fight on, your quest bringing you to the inner sanc- 
tum of doom itself—the mausoleums and catacombs 
where the moldering bones of ancients bear witness to 
your valiant battle with a Water Demon, Ooze mon- 
sters, and, once again, the Warlock! It is among them 
that the fifth runestone is to be found. 
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THE ОМУ ИИБ 
High up in the dark and forbidding crags of a dis- 
tant mountain range, a once vital monastery lays in 
ruins. To find the last runestone you must'travel a 
great distance 
and face the 
most fearful foes 
of your quest. 
Dark forces are 
weaving the. 
blackest magic to 
aid the Warlock 
and unleash the 
| powers of doom. 
| First, you must battle across several mountaips and 
bridges, some guarded by awful Dark Elves. This 
evil land is the Dragon's range, so mind ye well the 
sound of flapping wings! If you make it as far as the 
caves, you'll soon know the wrath of the Water 
Demon and other dark minions. You somehow 
must make your way past this hazard in order to 
reach the ancient ruins that lie just ahead. It is here 
that the battle for the last runestone will be fought, 
and the fate of the future decided. Work well, my 
young friend. You would do well to fear | MU 
ahead! 


THE UNDERWORLD 
Ina land not of this world, all the forces of evil 
are summoned to wrest the stones from you. The 
Beast, a creature from the darkest nightmare, is 
ready to grasp your very soul to his foul purpose! 
There may be other monsters to master, but they 
are only the servants of that spawn of pure evil, 
the Warlock. It is his raging power that you must 
conquer using every spell and bit of trickery you 
can command. газа жашиши а. 
At last, the p d tete 
world is almost. ee KE "xi 
free of this aS AS 
wickedness! 


LIN. LTD. LIMITED WARRANTY 


‘LAN, Lidl UN) warrants tothe original purchaser only of this LIN software product that the medium on which 
^s codo is fro from defects in maleris and workmanship for a perd of ninety 


4d ine game pak, (oco fr e cal d rig пе 

gare pae o Ml den o our liy. 
i b потта wear and tear. This warranty shall ot be applicable and shal be vod 
abusa, unreasonable use, mistreatment or 


опе dies 0 и akow ast 19 ow Кой an imple чат hets ardor cuin isos 
of incidental or the above итиавопв and/or exclusions of lability may not apply o. 
Yol THs vary gos you specie ji, ar you may deo avete is wich vay m Siale O Sile 
This warranty shall not be applicable to the extent that any provision of this warranty is prohibited by any fed- 
eral, stale or municipal law which Cannot be pre-empted. 

Repairs/Service after Expiration of Warranty И your game pak requires repair after expiration of the 90- 
‘day Limited Warranty Period, you may contact the Consumer Service Department at the number listed below. 
Youve abe o De esit cost o epa nd e sing сно. 


Department (516) 624-8300. 
Acciai Distribution, Inc. 


LIN Hofáine/Cansumer Service| 
(Marketed by LIN, LTD. Distributed by 

71 Audrey Avenue, Oyster Bay, N.Y. 1171 
COMPLIANCE WITH СС REGULATIONS. 


‘This equipment generates and uses radi frequency energy and it not installed and used properly that is, in 
irit accordance wilh he manufacturer's Insructions, may cause interference to rado and television 


recen, 
uming the equipment off and on, the user is encouraged o y lo correct the 
intererenco by one or more of the folowing measures: 
* Roorient the receiving antenna. 
‘Relocate the Super NES with respect tothe receiver, 
ге Mone he Super NES away iom te receiver, 
д he Super NES into а diferent ouet so that fe computer and reociver are on dierent crouts. 


